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Abstract 
Role-play has been one of the most preferred techniques in language teaching, especially for practicing it. However, 
the ways that technique is integrated with the teaching process are varied. Because the development of technology 
and its contributions to foreign language teaching cannot be ignored, it was underlined for the students who took 
part in the study to make use of technology. The application of the study included choosing certain topics from the 
coursebook, which is the part of the curriculum of Bülent Ecevit University Foreign Languages Compulsory 
Preparatory Program, and the groups from each classroom were assigned with one of these topics. The groups were 
30 in total. The number of the students in the groups ranged from 2 to 7. As the assigned topics required using daily 
life speech, the students were asked to write a conversation including the topic and perform it in an appropriate 
environment. Moreover, these students were asked to record what they performed. This has been achieved by 
uploading those video records to the computers of school laboratories and the website of Preparatory School. The 
participants were allowed for 2 weeks to write their dialogue and prepare the video. At the end of the study, a 
questionnaire was applied to the participants to clarify their motivation. Therefore, all of the students in prep class 
were both eager about using the language and learned the topics in a more effective way by witnessing using 
English in daily life and taking the advantage of technology. 
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1. Introduction 
 
Language learning process is generally achieved by lecturing the topics in the coursebook and giving students 
related activities in order for them to comprehend in a better way. These activities can be mechanical such as gap 
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filling or answering question, or more active ones such as making students create their own sentences. In this study, 
it is aimed to find out how students feel about being the active participants of their own process. 
Technology has improved so much that it has also become an indispensable part of language teaching. Integration of 
media technology began in the 1950s. In the ‘70s and ‘80s, with the help of video projectors and slide shows, audio 
and video courses were improved. By the early ‘90s language labs got popular and wider. Despite bringing out certain 
drawbacks, such improvements enabled both language teachers and learners to come up with a more effective process. 
One of the advantages can be pointed as the increasing motivation of learners. According to Ilter (2009) using 
computers and every kinds of technological equipment gives students the sense of freedom and encouragement. The 
students find themselves in an environment which they can control in the way they want and become autonomous 
learners. Another advantage is mentioned by Jonassen (2000) who discusses that technology in EFL classroom 
encourages not only the students but the teacher in a positive way. It is helping teachers to create varied and more 
efficient activities to consolidate the topics.  
However, there is a misleading proposing that in a cooperative environment, some team members might experience 
difficulties in communication, coordination, and interaction with other team members, mostly because of the lack of visual 
contact and body language (Curtis & Lawson: 1999). Therefore, mobile devices are thought to be more useful to conduct 
cooperating activities, which makes them one of the most popular technological devices in language learning and 
teaching. That’s why, in this study, cell phones were used as part of technological integration with curriculum.  
Role-play has been one of the most preferred techniques in language teaching, especially for practicing it. However, 
the ways that technique is integrated with the teaching process are varied. What is essential to underline in role-play 
activities is that students need real life conversations. Savignon (1997: 187) states that “role-playing allows learners to 
explore situations that would otherwise never come up in the classroom”. Therefore, both their language skills will 
improve and the students will feel more eager and motivated about learning English as they realize that they can 
express themselves in daily life. A different technique to be used with role-play activities is that students are made to 
write their own conversation they are going to perform. Thus, their writing and sub-skills such as grammar or 
vocabulary develop, as well. Moreover, this technique motivates students positively. Ellis (1994) points out that 
creating challenging tasks and activities motivate the language learners, which is because students realize that they can 
achieve.  
Because the development of technology and its contributions to foreign language teaching, as in various areas, 
cannot be ignored, using role-play with technology turns out to be an effective way in language teaching. Letting 
students create their own dialogues, be active participants of their own process by performing it, and using mobile 
devices during their performance will foster better learning environment. Therefore, they will be able to bring their 
language skills one step beyond, and feel more motivated. 
 
1.1. Aim of the study 
 
The aim of this study is to gather perceptions of students after they took part in a project in which they were 
asked to perform a role-play. During the project students were asked to shoot short videos on an assigned topic or by 
using certain everyday language expressions in a conversation. It was expected that students’ perceptions would be 
positive towards the project as the project encouraged them to use the language in different situations and gave them 
the chance to learn from each other, to be active in the learning process, and finally to be autonomous learners. 
 
 
1.2. Significance of the study 
 
The results are expected to reveal the extent to which it is important to assign students to perform role-plays, to 
encourage students to take an active part in the learning process, to let them learn from each other and teach each 
other, to give them responsibility for their own learning – being autonomous learners and how effective the 
technological devices are in language learning. Thus, this study shows that being active and autonomous in the 
learning process has positive effects and integrating technology in the learning process increases the motivation 
levels of the students. 
 
1.3. Limitations of the study 
1222   Sezai Kalafat et al. /  Procedia - Social and Behavioral Sciences  141 ( 2014 )  1220 – 1223 
 
Although 126 students took part in the project, only 37 of them were given questionnaires.  
 
2. Method 
 
2.1 Participants 
 
      37 students who were learning English as a foreign language a preparatory school of a state university in the 
Black Sea Region of Turkey were given a three-point-scale questionnaire to gather data on their perceptions of role-
plays and recording them by using mobile technological devices. 
 
2.2 Materials 
 
A three-point-questionnaire including thirteen items was given to the participants to find out about their 
perceptions related to actively participating in learning process and using technology while learning. On a three-
point-scale ranging “Agree, Not sure, Disagree”, participants chose the response that best indicates their perceptions. 
After the data were collected, the results were evaluated via SPSS version 16 in order to find out general 
perceptions of the students about being “actors” in the process. 
 
3. Findings 
 
Based on the questionnaires, it turned out that most of the students have positive attitudes towards being part of 
the project.  
 
Table 1. The frequency level of the items about positive attitudes  
 
Item Agree Not sure Disagree 
Writing dialogues about the 
topics we have learnt helped 
me comprehend the topic 
better. 
97,3% 2,7% 
 
 
    
Studying cooperatively 
helped me get more eager 
about learning English. 
75,7% 24,3%  
    
Creating our own dialogue, 
acting and recording it was 
totally enjoyable 
97,3% 2,7%  
    
I experienced my learning 
process with the help of this 
project. 
81,15 18,9%  
 
Despite agreeing on most of the items, some students stated they had difficulty in socializing and expressing 
their ideas both in first and in target language. This may be because of the problems they encountered during group 
work.  
 
Table 2. The frequency level of the items about negative attitudes  
 
Item Agree Not sure Disagree 
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With the help of the project 
I can express my ideas 
easily both in first and in 
target language. 
56,8% 37,8% 
 
5,4% 
    
I believe that my 
relationship with my peers 
in class improved with this 
project. 
59,5% 27% 13,5% 
    
 
Although number of students who agree with those ideas seem low, they are still more than the ones who 
disagree. The reason for this can be because those students worked in more crowded groups, with 6-7 people, which 
caused difficulty in finding an idea in common or arranging the project.  
 
4. Conclusion and recommendations 
 
In the light of the results of this study, it can be revealed students have positive attitudes towards creating the 
dialogue that they are going to act. Such an activity is useful from the aspects of language development and studying 
cooperatively.  
As expressing thoughts and speaking in the target language is generally the most challenging area in language 
learning, making students write their own conversations and act it is helpful in using the language. Because the 
topics assigned to them were generally from daily life speech, they managed to study certain phrases and improve 
their speaking skills. According to Wang (2004), when language learners have desirable and real communication 
factors, they can develop their language skills in the classroom. Thus, not only did they receive the language with 
reading and listening, but they also produced it by writing and speaking.  
Another benefit can be pointed out as developing social relations among the students. Studying cooperatively is 
an essential factor in language teaching as well as individual studies. Learners minimize their anxiety level and feel 
motivation with the help of cooperative learning. Though sometimes things may go wrong in a group, students learn 
how to compensate for one another and be more ready for classroom process.  
Lastly, using technology in this project showed that it also triggers motivation and meaningful learning. Kang 
(1999) explains the positive effects of computer and technology in EFL classrooms by allowing the students to 
observe the real life situation and meaningful communication. Even an integrated camera fostered learning process 
and encouraged students to develop positive attitudes. 
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